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FOREWORD BY 
RON GILBERT 
As a game designer, every so often I play a game and 
my response is “I wish I would have thought of that”. 
Curious Expedition was one of those game. I primarily 
design and make adventure games and to me they have 


always been about exploration, so it’s obvious why this 
game struck me as it did. 


I’m also a huge fan of pixel art. A lot of people today 
look at pixel art and think “retro”, but well done pixel 
art goes so far beyond that. Pixel art isn’t about reliving 
limitations, it’s about celebrating the power of those 
limitations. Very few artists doing pixel art today are 
truly constrained to its historical technical limitations, 
instead they strive to capture a feeling with the art. 
It’s a feeling of a bygone era, an era where we were far 
more innocent and naive. It’s simplicity brings us a 


comforting charm. 


Like any art form, it evolves and grows. The simple 
pixels of 30 years ago have matured into a true art form 
capable of expressing emotions and feelings, not due to 
technical changes, but due to the exploration of the art 
form and understanding it’s depth. 


I look at Curious Expedition and I see that same desire 
to explore, not just to world found in the game, but 
the art form of pixels and to recapture a charm and 


innocence. 


FOREWORD BY 
PIOTR IWANICKI, SUPERHOT 


I first encountered Curious Expedition in a peculiar 
time in my life. I was deeply working on a game of my 
own. Curious Expedition lured me in from the first 
time I've heard about it. The travel, the XIX century, 
the far-away lands, the jungle adventures, the Quest for 
the Golden Pyramid. This premise captured a feeling 
of the things I longed for during the endless days at the 
desk, working on my first big game. It felt like tailor 
made escapism, just for me. 


At the same time, it wasn't escapism at all. When you're 
making a game, or creating anything, you‘re going on 
a journey. Result is not certain - that’s why they call 
it an adventure. Maybe you'll never reach the Golden 
Pyramid, maybe you'll get lost in the wildlands. Lots of 
projects end up as failed dreams and broken promises 
and that’s a burden you carry. Daily. Once the crisis 
is over you just talk about ,,obstacles you overcame™. 
During those weak moments though, you think of a 
lonely skeleton near the remains of a fireplace - clinging 
to diary of game concepts that may never turn real. 


Playing Curious Expedition was my personal 
meditation on this theme. While being deep into my 
own work during the week, I phased out completely 
during weekends. I played Curious Expedition like I 
was back in high school, like there was no tomorrow. 
I explored. The world ceased to exist. I ceased to exist 
- there were only tiny pixel people traveling through 
the hex world and diary notes marking their deepening 
insanity. This felt weirdly safe. The on-screen insanity 


helped me catching distance, like an interactive 
comfort. When I started playing Curious Expedition 
it was bare-bones alpha, even before the Early Access 
release. No dice-based fight system, no dinosaurs (!), no 
Arctic Adventure. I loved it. I watched the game grow 
and returned with every update for another expedition, 
once again to see my hours disappear like minutes. 


You often say this about music: ,this song was 
soundtrack to my childhood!. I feel like this when it 
comes to games. Curious Expedition was ,my“ game. 
If you're reading this, it may be that it’s also yours“: 
complete with all your memories of expeditions won 
and lost, complete with all the time you've spent with 
it. Games are for players to ,own“ them. 


This small book presents the other side of the game's 
story. The excitement of creation, the tradeoffs, the 
doubt and work and work and work: you'll feel them 
between the pictures. 


Read it like a diary from an expedition. A successful 


one. 


FOREWORD BY 

MASCHINEN-MENSCH 
Much like the characters in our game we decided to 
go on an adventurous journey when we left our former 
AAA jobs to go indie. And much like the protagonists 
in our game, we didn’t quite know what we were getting 
ourselves into. We approached everything with a sense 
of curious naivety and optimism, but development 
turned out to be quite hard. We came close to using 
that hot air balloon rescue multiple times, but managed 
to keep venturing. Thankfully we ended up not alone 
on our journey, but encountered many new friends and 
most importantly: you. 


In this book you see a glimpse of what we've created in 
the last couple of years. This game fills us with special 
pride, because it is an amalgamation of not only the 
media that we've consumed while researching this game, 
but also of numerous movies, books and comics that 
we grew up with. It’s a joy to contribute our humble 
share into the creative sphere and if we are lucky maybe 
someday somebody might be a little inspired by it, like 
we were inspired by so many before us. 


When we started being interested in a game that is set 
during the Victorian era we started enveloping ourselves 
in that period. Quickly many problematic aspects 
of that time surfaced: exploitation, racism, sexism, 
imperialism. And even though the characters of our 
game are not military invaders or settlers, they are part 
of the system and often directly or indirectly benefiting 


from it. 


We knew that we didn't want to let our game play out 
in a whitewashed version of that scenario. We also 
felt that we didn’t want to scold the player for their 
actions, because we think there is much more power 
in a subversive approach. A trick which only interactive 
media can use when confronting these topics: making 
the player feel guilty for their own actions and through 
their own volition. There has been an ongoing rift in 
the video game world if games should handle political 
messages at all. We fall on the side of seeing games 
as capable of going beyond escapism and as suited 
to give social, cultural or political commentary if the 
creator wants to. A huge thanks to you and to all our 
supporters. Without you our dream of doing this small 
game wouldnt have been possible. 


Yours, 


Riad & Johannes 
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On the following pages you will see a 


collection of the raw backgrounds that 
are shown when the player is visiting a 
location. Each background is based on 
the type of field the location is placed 
on. From all the graphical effort, these 
background images were the most 
demanding creations. Not only are they 
made up by a lot of pixels that have to 
be filled, but coming up with the style 
and types of landscapes was essential 
to finding the visual identity for The 


Curious Expedition. 
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Top: Drylands Top: Hill (by Rafal Fedro) 


Bottom: Swamp Bottom: Desert cactus 
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Top: Desert stone forest 
Bottom: Desert 
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Top: Shallow river 
Bottom: Scorched earth 
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Top: Grasslands stone forest 
Bottom: Arctic Plateau 
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Top: Corrupted stone forest 
Bottom: Corrupted shallow river 


Top: Mushroom forest Top: Grasslands 
Bottom: Shallow river night Bottom: Thick jungle 
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Top: Arctic deep snow 


Bottom: Arctic crystal forest 
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Top: Arctic pack ice 
Bottom: Arctic frozen plains 
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Top: Shallow sulfur river 


Top: Arctic snow forest 


Bottom: Drylands stone forest 


Bottom: Swamp night 
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LOCATIONS 


Locations are one of the core features of 
the game. Each location has at least one 
very specific role in gameplay, allowing 
players to develop a strategy and work 
against the deadly force of randomness 
that is constantly trying to kill them. 
Choosing which location to visit, and 
which better to skip, soon turned out 
to be one of the essential questions the 
player has to tackle constantly. Locations 
have to work on multiple different 
landscape backgrounds, which required 
precise planning when creating their 
layout and colorization. 
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Top: Pyramid grasslands 


Bottom: Pyramid drylands 
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Top: Pyramid desert 
Bottom: Pyramid arctic 
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Top: Sacrificial altar 


Bottom: Shipwreck 
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Top: Corrupted altar 
Bottom: Arctic shipwreck 
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Top: Native village 


Bottom: Bedouin village 
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Top: Lizard village 
Bottom: Arctic village 
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Top: Waterfall 
Bottom: Healing springs (by Rafal Fedro) 
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Top: Mission (by Rafal Fedro) 
Bottom: Arctic healing springs 
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Top: Stone statue 


Bottom: Old camp (by Rafal Fedro) 
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Top: Stone circle 
Bottom: Arctic old camp (by Octavi Navarro Torras) 
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Top: Arctic station (by Octavi Navarro Torras) 
Bottom: Mammoth graveyard 
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Top: Arctic station at night (by Octavi Navarro Torras) 
Bottom: Arctic camp (by Octavi Navarro Torras) 
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Top: Elephant graveyard 


Bottom: Cenote 
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Top: Portal 
Bottom: Cenote at night 
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Top: Shrine Top: Arctic shrine (by Octavi Navarro Torras) 
Bottom: Shrine interior Bottom: Arctic shrine interior (by Octavi Navarro Torras) 
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Top: Arctic cave entrance (by Octavi Navarro Torras) 


Bottom: Standard cave entrance 
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Top: Corrupted cave entrance 
Bottom: Temple of blessing 
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Top: Deathhole cave Top: Mummy cave 


Bottom: Underground lake cave Bottom: Tunnel cave 
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Top: Explorers club exterior Top: Harbor ship 
Bottom: Game Over Bottom: Spirits visit 
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BIOMES 


The heart of our world generation are our 
Biome types. These distinctive landscape 
types are based on a perlin noise with 
multiple variants. Alone the grasslands 
biome has 7 different variations which 
are picked based on the difficulty and 
progress of the player. Working on the 
different tunings to shape our generated 
worlds was one of the most fulfilling 
design tasks I have ever experienced. 
Even though the basic idea of using a 
perlin noise was rather simple, with the 
additional control of placing locations 
that influenced the surrounding 
landscape it was possible to create a vast 
range of different environments that not 
only looked, but also played in different 
and interesting ways. 
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CHARACTERS 


We put an incredible amount of effort 
into the generation of our gameworld, 
the procedural storytelling or the 
selection of items and locations the 
player would encounter. But nothing 
helped our game come to life as much as 
the characters that the player would learn 
to love and hate, to get angry or laugh at 


and most importantly, remember. 
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MAIN EXPLORER 


When we first started talking about a 
main character to lead the expedition 
we were only thinking in terms of 
profession such as Botanist, Hunter 
or Anthropologist. However, when we 
posted a mockup showing Nikola Tesla 
frying some Hyenas with a death ray 
we had our first social media moment. 


Richard E Burton 


People seemed to be really into this 
concept and the image spread far 
beyond our usual reach. It was because 
of this reaction that we had the idea of 
having only famous personalities of the 
19th century as expedition leaders. This 
simple twist turned out to be one of the 
main hooks of The Curious Expedition, 
and attracted a lot of additional attention 
to our game. Sure, many of them would 
have never embarked on an expedition 
into unknown lands, some even had a 
hard time leaving their house, but this 
aspect made it even more interesting. 
In addition, it was just a lot of fun to 
try and resemble their looks as close as 


possible. 
f I" fr "It + 
Mary Kingsley Amelia Earhart Marcus Garvey 


Huang Feihong 
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A. David-Neel 


Dion Fortune 


Freya Stark 
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Ada Lovelace 


Hi At 


Johan Huizinga 
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Nikola Tesla 


Pea 


Isabella Bird 


j 


Charles Darwin 


Roald Amundsen 
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Aleister Crowley 
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Harriet Tubman 
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H.P. Lovecraft 
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Frederick C. Selous 


Marie S. Curie 
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TREK MEMBERS 


From a mechanics standpoint, a trek 
member basically acts like a branch of a 
skill-tree in a traditional RPG. The small 
difference in The Curious Expedition 
is that they can die, develop a hang for 
cannibalism or cause all kinds of other 


mischief. We liked the idea of infusing 


a lot of personality into these characters 
and have the likeliness of them dying 
a gruesome death pretty high. Their 
personalities and flaws, based on the 
player's decisions, is the secret ingredient 
that makes our generative storytelling 
work like it does. 
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British Soldier Missionary Missionary 
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Missionary Persian Translator Persian Translator 
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Cook Cook Sailor 
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Parsi Trader 


Native Scout 
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Animal Handler 


Animal Handler 
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Bedouin 


Animal Handler 


James Sterling 
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Animal Handler 


Bedouin 


Animal Handler 
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Tim Timster Artist Artist Native Shaman Yeti Cultist 
Mountain Trooper Mountain Trooper Mountain Trooper Cultist Cultist Cultist 
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Missing Husband Native Warrior Native Warrior Cultist Cultist Cultist 
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Abomination Lizard Shaman Lizard Scout 
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PROCEDURAL NATIVES 


Whenever someone asks me what aspect 
of Curious Expedition I am most proud 
about I usually tell them about the 
procedural natives. Even though based 
on a rather simple system of overlaying 
layers, the game is capable of generating 
enough variety that no player will ever 
encounter the very same tribe. Every 
time I watch a Let's Play or play the game 
myself I am curious to see what kind of 
natives I will encounter. But they‘re far 
from completely random, as one tribe 
shares similarities like their skin tone, 
clothing, hairstyle or similar eye or nose 


shapes. 
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ANIMALS & MONSTERS 


Initially we thought of a _ purely 
mechanical role for the animals in the 
player’s trek. However, we soon realized 
how much potential these donkeys, 
dogs and giant tortoises had to become 
something the players would greatly 
care for during their expeditions. With 
the simple trick of introducing names 
and gender for the animals they all 
of a sudden became one of the most 
emotional aspect of our game, especially 
when dire situations ask the players to 
do what is necessary with their beloved 
animal companion. The monsters were 
great fun to come up with, and of 
course we took inspiration from many 
directions when deciding on which 
animal the player would face. The giant 
crab and bird, for example, are direct 
references to Journey to the Center of 
the Earth, the 1959 adventure film by 
Charles Brackett. 
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VISUAL EVOLUTION 


One fear never left me during the first 
years; what if I would never be able to 
create the art I wanted, that our game 
needed? So far I hadn't done anything 
even close to the scope of what was 
ahead. But while being plagued by self- 
doubts I did something that helped a lot: 
I just started doing. I went through the 
list of images that had been piling up on 
my to-do and painted away. Rough and 
ugly, with not more than 5 minutes per 
piece I rushed through, and eventually 
everything was visualized. Some pieces 
would end up in early articles about the 
game or were pointed out as Windows 
Paint quality, but having at least a shitty 
version of everything broke down this 
barrier or being unsure. Then, one after 
one I became capable enough to replace 
the ugly placeholders with beautiful art. 
It meant a lot of exercise and trying, but 
the most important thing was - starting. 
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EXPLORERS CLUB LIBRARY 


A rich, former explorer, sitting in the 


extravagant library of the explorer's 
club was an early image we had for our 
game. It was a major influencer of the 
general tone and humor of our game, 
and we kept iterating on it throughout 
the whole production. 
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Obviously the look of our field tiles 
played a massive role in finding the visual 
identity for our whole game. One of the 
hardest aspects for them was to get the 
scale right. While we wanted to show as 
many environmental details as possible 
we also imagined the view of the player 


to be very zoomed out. The initial idea 
was to have the world look like one of 
these map-traveling screens from RPGs, 
but instead of being a mere transition it 
would be the main gameplay perspective. 


While we continuously kept iterating 
on the look of the tiles, the most drastic 
change occured when we decided to go 
with a hexagonal grid. All of a sudden 
the world looked much more organic. A 
nice side effect was that with hethe travel 
distance was the same in every direction. 
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TRAVEL JOURN 


Initially we thought that our text events 
would play a rather small, mechanical 
role and just be displayed similar to a 
traditional roguelike in a simple textbox 
somewhere on screen. However, the 
more we worked on the game and the 
locations the player would visit, the 
more prominent both the interactions 


| Day 26 - February 13th 


As we woke up we were shocked to see a 
small pack of hungry hyenas rummaging 
through a crate filled with rations. 


_ We fought the beasts and reclaimed our 
_ goods. 


‘ Our Donkey refused to keep moving. 
_ We decided to butcher it, so we could at 
5 least stock up on meat. 


oD 


and the display of the events became. 
Eventually we had the idea to show the 
events in a travel journal that was written 
by the players main explorer. This idea 
of an imperfect, subjective retelling of 


the events became one of the essential 


tricks of our generative storytelling. 


Day 26 - February 13th 


As we woke up we were shocked to see a 
small pack of hungry hyenas rummaging 
through a crate filled with rations 


We fought the beasts and reclaimed our 
goods, 


Our Donkey refused to keep moving, 
We decided to butcher it, so we could at 
least stock up on meat, 


wW Cook meat 
F Explore Cave 


® Hunt 


Leave 


w Cook meat 


F Explore Cave 


~ Day 3~ 


We approached a vivid native village. Yocuzes 


greeted the villagers in a forgein tongue and 


started translating. 


It seemed that for some reason, the villagers 


had been awaiting us. While they offered their 


help, they did not seem as friendly as other 


region. 


1. Stay over night 
2. Ask about area 
3. Leave 


dge abuul Ube area, 
pase the accuracy af ens 


tribesmen we had already encountered in this 


eo were able ty 
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Day 20 
This waterfall was of enormous scale. The 
water cooled down the air, creating a fresh 
breeze, and everyone seemed to enjoy the 
time. 
Tivesa even undressed and, to the 
shock of the rest of the trek, took a bath 


being completely naked. 
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Top: Waterfall placeholder 
Bottom: Waterfall final 
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Top: Grasslands placeholder 


Bottom: Grasslands final 
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Top: Stone circle placeholder 


Bottom: Stone circle final 
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Top: Drylands placeholder 
Bottom: Drylands final 
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FIELD TILES 


Creating the field tiles was a very special 
task for many reasons. We wanted to 
convey an area of an one-day travel 
within the space of 26 x 24 pixels, while 
preserving a strong readability of what 
kind of landscape it represents. Then, 
the different types needed to fit together 
to form a biome, and in the best case, fit 
to completely other tiles from different 
biomes. It was a great effort and required 
a lot of back and forth between tuning 
the generation and working on the 
sprites. But once a tile and it’s generation 
started to work it always felt like magic. 
In their sum, the field tiles worked in 
ways I could barely anticipate. It felt like 
these worlds had their own will and with 
every completed tile we added another 
Piece to a tiny, infinite world inside our 
computers. 
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Oh wow, thats a lot of stuff. 
I‘1] take a close look at everything. 


AWESOME! 


During the early years of our 


development we used a secret, never 
publicly available blog to communicate 
ideas, designs and changelogs to each 
other. This was necessary, as we worked 
remotely from our individual living 
rooms until 2016. All in all we had 561 
posts spanning across 3 years. Looking 
back at these early discussions it is very 
interesting to see that many of them were 
laying ground for features or aspects of 
the game that are now an essential part 
of the final version. The following pages 
are raw outtakes of this blog, either in 
the form of a changelog or a design 


document. 
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MAY 30TH, 2012 f Moved day time to the labels on top of the map 
POSTED BY RIAD rt Removed visible tile edge detection and special shaded rendering 


Fixtures with consumed actions are now grayed out on the map (e.g. 
Day 9 (morning) Food 58 Water 80 Porters 9 Gold 10 looted temples) 


Removed risk attribute from tiles (will be re-added as part of the 
events system) 


I‘m looking forward to seeing some fun events, Jo. :) 


I 
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“s. Oh wow, thats a lot of stuff. 
I‘1l1 take a close look at everything. 


AWESOME! 
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Changes 


Added support for events. Events are the result of actions or 
random tile chance (to be implemented) . 


Events are identifiable by their id and can be reused with 
different actions 


All the resource changing attributes of actions have been 
oved to events 


Events can have a custom text 


There can be multiple events associated with an action. If 
ultiple are available the event will be randomly chosen 
according to its specified chance. 


Added a info dialogue on top of the game board (currently always 
shown at the top area of the map) 


The dialogue shows the outcome of events 


First click will remove the dialogue again 


Reduced size and content of the diary box 
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JUNE 2ND, 2012 
POSTED BY RIAD 
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waterDiff: 


tile’], removed: [ 


"], removed: [ 


], removed: [ 


After seeing some of the fun new events felt motivated to add some 


be useful in pr 


(or remove) so 


sed as precond 


Here are some n 


Raiding ruins n 
group. He may n 
be attacked ran 


ototyping so 


called tags 


itions for o 


ew effects t 


onger lasting effects. I hacked up a system which will hopefully 


e new ideas. Until now events could 


influence the resource count or add hints. Now events may also add 


to all the tiles in a specific radius from 


the tile that the party is on. These tags are just strings and don‘t 
have any significance by themselves, but the tag names can now be 


ther events or actions. 


at I added using the tag system: 


ow makes nearby villages hostile towards the player 
o longer do actions in the village and he might also 
domly by natives while in the area. 


Raiding temples may now curse the party. While in the area this 
will randomly turn porters crazy. Also it makes every water resource 
nearby become poisoned. 


With all the new events, the config.js will become pretty big. There 
will probably be a point where it will be necessary to implement a 
basic editor to manage all the events and actions. Not sure when the 
right time for this would be. Let me know what you think. 


‘e. ) That‘s crazy. . 
> I LOVE it. j 
Till 


JUNE 10TH, 2012 
POSTED BY RIAD 


Tracks leading in south east direction. 


Rivers 


It*s now possible to refill water when standing next to a river 
tile 


Made river unpassable (set effort to -1) 
Added support for event actions 


Events support follow-up actions (use actions array in the event 
entry) 


Added sanity system 
Porters with too little sanity can‘t be used for actions 
Deaths and injuries reduce sanity 


Sk 


| success and general time increase sanity 
(Not super sure about it, just trying out how it feels) 
Tracking 


Moved tracking out of diary block and onto game board 


Removed XP and added fame instead 


Fame is for whole group instead of individual members 


Could be used for high scores 
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- Dragging the map with the left mo 
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- Mind blowing progress. Shooting out some feedback: 
- I really need to do some mockups of the mission screens 


- We'll want to give an overview of what has changed 
ter a mission was successful or not. So not only how 


ch water / food / gold whatever was collected, but also. 


ve info about what skills / stami 
anged for the individual porters. 


t a good idea since this leads to 
agging with the right mouse butto 


nu? Also, I‘d love to do a unique 
sor (when holding down r mouse bu 


- We‘ll need to map the display of t 
% Value rather than reflecting to ,real‘ numbers 
e numbers 


th the icons. This will allow us t 
dependently from screen estate. 


- Can we have general events that ha 
ppen when a porters sanity is below x? Like him going 


a rampage or something... 


llage 


ways makes the context menu pop up. 


a / sanity values 


se button is really 
accidental movement. 


is a chore since it 


mouse Cu 
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he resou 
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ve a cer 


[ - 1) i think we can go back to the group shot idea here. . 
. instead of clicking the porter icons, you directly select « 
* the columns of the row. over the table is a image of the 


* - 2) yes 


group sitting at the campfire or fitting to the current 
surroundings. Great opportunity for a mood shot. 


> - 3) I disabled fast traveling if mouse is scrolling. 


> - 7) Cool 


- 5) Sure, putting it on my list. 


- 4) Not sure I agree with this one. I feel like the 
absolute values are important 


- 6) Agreed for final game, but not sure about prio. I 
usually just zoom out to see what is going on. 


> - 8) If we make them unpassable, I guess you‘re right. 
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tain % to 


- It would be super helpful to have icons that indicate 
f-screen stuff, such as a HintArea or a discovered 


Can we disable this = 
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Who do you want to continue with? 
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Cancel 


Added camping/merging actions 


Added a 
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Added 
Added 


an select which porters, animals, resources should stay on 
rek. Moving into a tile with a camp allows to merge the party 


imals/vehicles 
esting a bison is part of the default party 


a new config structure to define properties of vehicles 


weight and capacity properties also to porters 


Amou 
membe 


Extended 
Injur 


Heali 
put 
turn 


t of resources the party can carry is now restricted by its 
rs 


health system 
ed porters now again lose health until they die 


ng porters will not restore the health instantly, but instead 


them into a recovering state where they increase health every 


instead of losing it (until they are injured again) 


Porters that are suffering that are in a injured non-recovering 
state now have a small red dot on top of their icon 


Added a cancel button to actions dialogues 


Rije 


Health: 30/30 
Sanity: 19 


Hunting 1 
Combat 1 
Raiding 3 
Survival 7 
Translating 6 


dddde daded dened 


dddde dudes deees 


r 


} 
‘split party “Find food ‘Setup Camp “Refll water Tracks leading in south west direction. 


8 


I activated the new biome generation in the game 


Every biome now has a difficulty range associated with it 


The screenshot shows an example of the difficulty distribution on 


the board. Basical 


paths have easier biomes 


Added a thick 
sea biome 


Outcommented 
biome because 
need special 
imho 


Removed the alwaysKnows 
flag from mountai 


made three times 
discover as regu 
instead 


jungle and 


the cave 
it will 
treatment 


ns and 
as easy to 
ar tiles 


y shorter paths have harder biomes and longer 


ILS) 


AUGUST 30TH, 2012 
POSTED BY JO 


Game goal & session length 


We still have a hard time with the definition of what exactly the 
goal of our game is. With Riad‘s latest biome generation system we 
have made a step towards making the Player‘s movement through the 
world somewhat interesting. Still, it is rather unclear where the 


Player is moving to, and why he moves there. Sure, we have been 


tossing the idea of ,special temples“ around, which will be some kind 
of climax to the exploration experience, but to me this is still not 
enough. I have a couple of thoughts concerning this that I‘d like to 


throw out. 


Multiple expeditions 


Up to now I have always assumed that ,the game“ is one big 


expedition. 


We‘ve been talking brie 
together expeditions, i 


fly about the possibility of 


goal“, but I think we never realized the true poten 


idea. 


Imagine that the typica 
short expeditions, with 


where the player could use the 


prepare a new, much bet 


constant returns to the ,,civ 


ter equipped expedition. 


Ultimately the player would have really long expedit 


multiple months (gameti 
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e), but there is a build up 


inking 


f the player survives and gets to the 


tial of this 


gameplay would actually be made of rather 


ilized“ world, 


gold he found on the expedition to 


ions that take 
towards that. 


Expedition preparation 


Voluntary canceling the expedition 


Splitting the game into smaller expeditions does not need to be a 
strict rule of the game. Instead, we allow the player to decide 

for himself how much he wants to explore of the world he ventured 
Eon 


At any time, he can return to the starting point of his expedition 
(a boat, hot air balloon, ..) and take whatever he looted with him 
back home. Or he pushes a little further into the unknown for even 
more loot and specialist experience, risking that his whole trek 

might actually die out there. 


However, since the rewards will get tremendously higher the 
further away the player moves from his starting location, the 
incentive will be very high to take that risk. 


The preparation of an expedition should be the aspect that offers 
the strongest motivation / incentive for the player to (safely) 
collect as much loot as he can while being on an expedition. 


e had this idea from very early on, but it quickly disappeared 
from my thoughts. 


How about we offer a huge collection of super useful equipment, 
weapons, better trained porters, specialists, animals and so on 
to the player, but severely limit how much of that stuff he can 
actually afford initially? 


He*ll have to do a couple of ,playing it safe“ expeditions, find 
more and more loot before he‘ll be able to take more than one 
specialist with him, or better weapons, or that piece of equipment 
that will allow him to get past volcanic areas much easier. 


Also, he‘ll build up a collection of experienced specialists that 
survived expeditions that will keep getting more experience if he 
takes them with him again (provided he can afford their expedition 
salary). 


Session length 


I‘ma little bit flirting with the idea of potentially allowing 
(but not being limited to) very short session lengths of down to 
~ 3-5 minutes. If a player can just do a small expedition to grab 
some easy loot so he can finally afford to buy this new rifle 
we‘re in a good spot; especially if we see a release on mobile 
platforms as an opportunity. 


ny 


- Would be cool to have small character portraits for 
the specialists so that I could put them on the action 


* buttons that are only available to a specific specialist. 
Weight ° e 
Osdiz5 ares fh * Also would be great to get a fixture icon for the super = 


temples. :) 


OCTOBER 13TH, 2012 
POSTED BY RIAD 


¢ 2. and since I‘m at it. A shield symbol as dice face. q 
r Could be used so that you can‘t get injured if you roll = 


that one. :) 


* I was about to ask you for specialist buttons. I‘11 add : 
the faces asap. Also, I*1l do a super temple :-) 


. I‘m all for new dice faces, but the shield doesn‘t click 
> with me. I‘ve had the idea of negating incoming injures, 
* but I see that more as a property of a fixture (e.g. 
* camping when on a village or outpost). So the skul 
faces would be rolled, but if injury would happen it is 
» ,BLOCKED“ :-) How about that? Also - can we have little 
particle icons also for when a resource is gained out of 
>» an event? (e.g. trading) 


Split Party Build camp 


Specialists have arrived! 


Di SV Meco Seen GURedmMsiing) The Neweconiespeciaists-jswimuleraid «sin [releieiru Nee smelirara 0, 0,0,0, Semeueiy lw, Weuiln 5.5. 0c... 5 Gee etn URIE, lena 
are randomly selected at game start (for now . 
7 : ‘ : I thought on a shield roll, all the other skulls 


could be ignored. No reason why fixtures might not 


Added event requirements j 
influence the dice rolled. There could actually even j 


Events can now have ,req“ set associated with them re 


The set contains all the requirements that the party has to 
fulfill so that the event becomes available 


be an additional fixture die in this case.. or the 
fixture actually replaces the die that usually goes on 
that tile. It would also be cool to get a different 
background image for fixture dice. 


Actions are removed if the only have unavailable events 


— 


f the action has the flag ,alwaysShown“ it will still be 
shown in the action list, but it will be grayed out and not 
clickable in UI 


Again something that goes from 1-3 to experiment with 
different tunings. 


g 

Would also be cool to have a mountain climbing face. 
n 
fe 


The trading particles should be no problem. j 
The supported requirements right now are.. 
Of course there are also other ways to communicate the 
shield status of some fixtures. E.g. displaying a symbol 
next to the dice roll area. I think if you create the 
shield face icon, we‘ll have something to play around 
with no matter where we put it in the UI. :) 


Sanity within a certain min/max range 


Gold/Food/Water over a certain minimum 


Having a certain specialist in the party 


The requirements and tags are the only things that are checked to 
see if a certain action or event can be triggered now. All the 
other auto detection has been removed. 
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FEBRUARY 10TH, 2013 
POSTED BY RIAD 


Weight 
10d 2 95/165 


End Day Track 


Changes 


We have hex fields now! This is a rather big change so there 
will some bugs. I still wanted to check-in early though, so that 
you can continue working on the tile icons and get an early 
impression. 


Stuff that is not working right now (among other stuff) 
Aggro Range not displayed correctly 


Visibility algorithm not accurate 


Fixture icons are not placed/sized correctly 


Herds 


Chance and enemy can be tuned per tile type (will also add 
support for biome/pocket distinction) 


Arena 
Multiple enemies can be on one field now. 
Next 
Fixing hex field bugs 


Adding rivalry / countdown mechanic 


Help Needed 
Need missing hex tile icons and variations. 


Fixtures should also be moved to the new icon format 


eoceceoeeroe ee eee eee oes Cr 


=. OMG that was quick! 
* I‘11 try to fix all the fixture and other graphics 
* problems asap. 


I changed the fixtures to now also work within the 
* current 32x36 sizes; however, after adjusting the 
- values in the config file and updating the image I 
* do not see any fixtures at all anymore...I‘m not 
sure what I did wrong. 


O00 0.0 0.0.0 0 0.0.0.0. 0.0. 0.0.0 © 0.0.0.0 0.0.0.0. 0 © 0.0.9.0 0.0. 0.0 0 2 © 
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JULY 10TH, 2013 
POSTED BY RIAD 


Weight 
; 117 / 180 
Marie Curie 
Inventor 


A Polish physicist and chemist, working mainly in France, 
who is famous for her pioneering research on 
radioactivity. She was the first woman to win a Nobel 


Temple ruins 


We approached an old ruin, which seemed still 
be in use. Going through it we discovered 
dozens of alcoves that were fill skeletons. 

| Apparently this as a age old grave yard of 
sorts. 


Prize, the only woman to win in two fields, and the only 
person to win in multiple sciences. 


| Level 1 
Capacity 10 


Added Marie Curie to the playable specialists. There is now a party context which allows to reduce the number of 
persons currently participating in the event. I have a test event set 


She carries a small X-Ray Device which allows her to heal friendly up with a claustrophobia status 


units as well as damage enemies in close range. However, this device 
will slightly damage her health every time it is used. Trying a layout which has the party line up closer to the event box. 
ot really happy with it, but I think it‘s an interesting direction 
of associating the party more with the current event. Just from 
perception it makes a huge difference I think. 


Also, it consumes batteries. But as long as you find shallow water, 
you can refill those with electric eel. 


X-Ray Device 


Improved the placing of various info boxes. 


Fixed: Game is finished when no specialists are left. 


Retuned the view cost to be a middle ground between the old and new 
tuning settings. 


A small X-Ray gun that can be used to heal units or 
cause radiation damage if set to overdrive. 
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JULY 18TH, 2013 f} 
POSTED BY RIAD ch 


I combined our ideas from the last meet-up and added some more 
risk/reward mechanics. First are the rules for the paper design 
and later how this could be fit in the game. 


Paper Design Rules 


The players roll alternating a number of dice and try to get as 
any points as possible according to the following rules that are 
associated with every die face. For the paper prototype the faces 
are mapped to a normal 6-sided die. 


Positive Dice 


1 - GIVING HANDS (represents work, balance, patience). Gives 1 
Point and can be combined with other GIVING HANDS (summing up the 
points of all GIVING HANDS) 


2 - GIVING HANDS X 3Gives 3 Points. Can be combined with other 
GIVING HANDS. 


3 - TALKING MOUTH (represents leadership, teamwork). Doubles the 
points gained by GIVING HANDS, but only if there is at most 1 
TALKING MOUTH. As soon as there are more, no points are gained. 


4 - FISTS (represents violence, brute-force, aggression). Gives 4 
Points. Can be combined with other FISTS. If one of these is in 

the roll, it completely removes the effect of any GIVING HANDS and 
TALKING MOUTH 


iy 


5 - SUN (represents spirituality, superstition). Gives 5 Points. 
Can not be combined with anything else. If one of these is in 

the roll, it completely removes the effect of any GIVING HANDS, 
TALKING MOUTH and FISTS. Doubles the effect of the negative dice, 
unless there are at least 3 SUNs in the roll. 


6 - RED CROSS (represents resting, healing). Has no effect, unless 
there are at least 3 RED CROSSES in the roll. In this case the 
player can add one more die to their pool. 


Examples: 

Cx x2 UX Gee LOMP OnE S 
Dobe, 2x3 = 0) Ponies 

Px, WB Sli ly Penne 

XM, USI Ids), (to) is) Poilinies 
xP V8) 5 lil = Ab oii taess 


egative Dice 


+2 - SKULL (represents injury, damage). One die is removed from 
the player pool if any skull appears in the roll 


3+4 - CLOCK (represents passing of time). One time strike is added 
to the player 


Every player starts with 5 positive die. In addition to his 
positive die, he always adds 2 negative die to his roll. He may 
re-roll a single die twice (can also be the same one for both 
re-rolls). If one player has less time strikes than the other 
player, he may add one additional die to his throw. 


The player that has more points after 10 rounds wins. 


TCE Rules 


In the real game this would work similar, but with some additional 
complexity. . 


Every scenario could use a different count and type of negative 
dice. It could also define a different amount of max positive die 


The negative die could have special faces like poisoning, 
destruction of items, or additional modifications of the rules 
(e.g. no GIVING HANDS allowed for this scenario) 


The points are matched to the following event outcomes (just as an 
example). Depending on the amount of positive dice count for this 
scenario this could also mean that the best outcome is not always 
available (e.g. a small almost dead forest may not allow to gain 
enough points for a big success outcome). 


Fail: 0-2 points 


inor Success: 3-4 points 


edium Success: 5-8 points 
Big success: 9+ points 
Every character has their own die face configuration 


Leveling up characters could allow to modify die faces 


Before rolling the player has to decide which dice to use 
actually. Additional die may be added after the first roll, but 
cost one time strike for every addition of dice. 


Time strikes are represented as time passing in the world (e.g. 
half a day) 


What do you think? Looking forward to a play test with you of this 
variation. 
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OCTOBER 17TH, 2013 IF | 
POSTED BY RIAD 
dit 


We were greeted by o mysteriously 
disguised pelt troder. He hod o lot of 
yoluoble goods to offer, most of them 
seemed to be the remoinings of other, 
foiled expeditions . 


SEPTEMBER 20TH, 2013 
POSTED BY JO 


River 


(34,21) 
Can't move here 


Uncovering a normal tile will grant the player 1 XP. I know we had Graphics 
this before, but I‘d like to see if we can get this working with a 
tuning. It would be really good to add a basic motivation to just 
ormal exploration, and this could be a very nice leverage. Surely, Added simple pattern background to main canvas (I don‘t this 
It‘ll make the rest of the tuning more complicated, but if we can get pattern is very fitting, but it would be nice to have something 
it balanced it should be a very nice thing. -- Something that would better than the plain black) 

be super helpful is if we could define per field how much XP the 
player gets. For example, I‘d not give any XP for water fields (they 
Cc 

Cc 


Updated style sheet to new diary 


Using Curious font also on the buttons. In general I would like 
to remove the normal font as much as possible, since it looks so 
nstyled. I thin t would be cool to have a new low-res font for 
these areas. 


urrently blow the tuning based on their almost non existent view 


= 


Tuned Level XP thresholds S F ; " ; 
Fixed found particles are not spawned at once, but in a interval 


Tuned XP handed out for normal and highlight fixtures which can be configured using the timeSteps property in the 
particle config. 


Fixed level req for melee attacks 


Renamed tile.level to tile.elevation and reduced sight power of hills 


Added more level variations to the hunters rifle shot attack 


Increased XP for Hyena and Tiger Art Requests 


A simple button background image so that we can replace the modern 


eneesed, Janoge aie Ded a) looking buttons by something more bit arty. 


Re-added your beloved tinted fields. Actually they DO serve a 
purpose, which is showing how the sight distance shrinks during 
nights. I‘m still not super happy with the visual impact they have, 
but I‘1ll figure something out. However, this reminds me about an old Also would be cool to have different skull icons per herd to 
bug - the view distance modifications for the daytimes seem to be represent different enemy types. 

broken :-)v 


Would be good to replace the skull danger meter by our image in 
case we show it in a screenshot saturday. 
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You can also rest over night in villages to restore sanity. 


DECEMBER 27TH, 2013 
POSTED BY JO 


This 1s just the beginning for villages. I gave the whole idea of 
villages some thought during my vacation, and have a pretty good idea 
what I‘d like to achieve with them. In general, they give you stuff 
for free, but it usually comes with a risk of locking off the option, 
aking the village angry or them demanding something from you (mostly 
treasures, if you have them). 


We stood in the midsts of o vivid 
notive village. The people observed us 
curiously os we footed around for 


“11 keep working on this generic village to illustrate what I‘d like 
someone to tolk to. p g g g 


to achieve. 


1. Recruit o porter 
2. Stoy over night 


. Leove 


*, I think it‘s good to focus on specific features, 
like the fixtures. It‘s hard to tune the general 
stuff further since so many more detailed pieces 
are not locked down. 


As you saw in my doc I‘m all for giving the 
»primary“ fixtures a very strong identity and 
unique gameplay purpose. That probably also means 
getting rid of variations that are complete 
deviations from their archetypical gameplay role 
( 

a 


e.g. a village that instead of helping you, : 
First off - I have to say it is really hard for me to find a place ane eel ae ee ; 
to ,put my foot on the ground“ content-wise. There are so many new i 
features, and so many old things on the content side. I try to focus . 
on the things that bring the most bang for the buck, but this is ; 
really hard right now. I‘d like to work on general tunings, but for j 
now the biggest problems seem to be in the meaning of fixtures (as . 
you have outlined in your doc) - do I wanna tackle those for now, 3 


with villages first. 


uch fun or satisfying I have to say. 


So more positive villages and a clear role seems 
good to me right now. 


(Having said that: there can still be hostile 
villages, but they should spawn as ,,secondary“ 
fixtures (meaning they don‘t take away the slot of 
a primary positive village, nor do they show up 

as goal) and they should have a different icon and 
probably a herd zone drawn around them. ) 


completely emptied to village.conf file. It is stripped bare to 
one very generic village version now. I stored the old village 
content in village.conf_old 


SS 


The new generic village is now something much more positive to 


find for the player. 


There is a chance to get a welcoming present the first time you 
enter a village 


You can recruit porters for free in a village. However, if they 
refuse to come the option goes away. You may still force one 
villager to join you, but this will turn to village angry. 


If you try to recruit a villager and have a treasure in your 
inventory, there is a certain chance that the villagers demand to 
hand over the treasure. If you do not accept this, a fight will 
emerge. The win event does not seem to work for some reason :-( 
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DECEMBER 30TH, 2013 
POSTED BY RIAD 


Doy 74 
Forme: 108 


Inventory 


Since I added the inventory grid also to the event dialogues, they 
appeared at three different positions. I unified the inventory 
system by putting it at the bottom of the screen, like in your 
ock ups. There is still a few bugs with the new system that I 
need to fix though. 


removed all the maxGroupUse usage in the inventory system. Its 
confusing to see an item not work on all the members of the group. 
think we should approach it from other direction: instead of 
estricting the amount of usages per resource, we should reduce 
the amount of people per group. For now every item works on the 
whole group though. 


Even more importantly I don‘t experience interesting conflicts 
from the current auto grouping of the persons. Its more something 
that I passively witness rather then something that offers 
interesting gameplay or conflicts. I would like to do some 
prototyping here. Maybe even trying out to manually set group 
compositions. 


Cy 
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Tra 


Eve 


vel Bar 


tuned up 


tS 


eS Coll 


example, a 
This will 


added a new 


added the ability to extend the travel bar for a certain time 
and up to max amount of times as defined in the config file. 


the amount of XP given by traveling and tuned down the 


relative importance of fix 


new requirement 
ake the system 


tures. 


property ,charEffects“. It ta 
the party in random order and tries to match them against every 
entry of charEffects. Every entry of charEf 
atched to one character by default. There 

which can be added to every entry to specify how many persons this 
entry may match though. It‘s not as complicated as it seems. The 

idea is simply to allow every event to run 


t nice 


in the same way.. no person context in the 
text in the charEffects entries. 
do something to a specific 


also more powerful, because it a 


specify an 
using the 
but actual 


event for the c 


item) or the tea 


y select differ 


rrent 


criteria (e.g. hunger, status, f 


I also added a new sub pro 


scope=‘person* or 


Scope=" 


perty 


specify how you want the require 
feature before I added the charE 
don‘t use it for now. I wo 


stuff to achieve the same th 


character tha 
type ,reqlarget:true™ c 
ore consistent, but 
lows an item eve 


fects can only be 
is a ,count’ property 


in person context. 


es every character of 


Currently we have a mix of events with person context and without. 
f this new setup works ou 


, I will unify all events to work 


person contex 


(using one of the 
ent characters based 


ags etc.). 


for the reqSta 


ent to work. 
ffects stuff t 


uld probably rather 
ing as it will be 


less duplicate work in the long run. 


aine 
To be a 
t is using 


at 


c(t 


Eeld) 
on 


CUS 


any“ or scope=‘all‘ you‘re able to 


ad 
oug 
se 


ore 


try and with 
ble to still 
an item for 

an then be used. 
the same time 
Ewe Moe jwse 

e guy that is 
XXX properties), 
ore complex 


entry. By adding 


ded this new 

h, so maybe 

the charEffects 
flexible and 


Il 


(I think I accidentally changed your start barter event text. Was 
not my intent.) 


APRIL 8TH, 2014 f} 
POSTED BY RIAD ih 
Intro 


Starting the game feels underwhelming. We‘ve been talking for a 
long time about a better transition, like flying in on a hot air 
balloon or on a ship. This kind of transition will require some 
heavy code work though, so I tried some smaller improvements for 
now. I added a simple star screen before the game and made some 
smaller tweaks to some timing. Not sure what to think about it 
yet. 
Inventory 
Made inventory controls simpler. Left click picks/drops all items. 
ight click picks/drops one item. 
added a simple trash can. Its the red rectangle in the lower 
right. 
You can now click on a different item while dragging something and 
it will switch out the positions of both items as expected. 
Camp 


Cleaned up the feeding system. There were still a lot of different 


HH Dp 


Belly system options in the system. Now an item is always fed to all persons 
in the feeding group.The item is always destroyed after being 
Added maxBelly property consumed by the feeding group. The item effects should not destroy 


the items on its own. This means that items that should not be 


h ith Bell ; He St 5 z : ; 
Chara ches a Bese ouyo,.con't starve destroyed by using them, need to be implemented as actions in the 


Re-added reqHunger to food item, so that if they are not usable, camp and not as something that is drag‘n dropped on the feeding 
they don‘t get consumed. Hunger is defined as difference between group. I think this is how we already handled it, just stating it 
current belly and max belly. again to be sure. 

Diary A circle is drawn around feeding groups on mouse over to help 


The diary is now animated and swooshes in and out from the side. een N oma re one nSgeeup: and’who' noe 


The text and the diary image are rendered in different ways, Only one item is consumed per click always. Removed option to drop 
that‘s why they don‘t align perfectly, but you get the idea. I multiple items at once. 


will improve it over time. 
p Travelbar 


I don‘t like how jarring the transition into zone combats is. In ; : : 

one moment you‘re checking out all the new interesting terrain Meee Spams ver ser travel bar one ggray sSOpEpaiawn| te uext 1s 

and in the next moment you‘re thrown into the combat screen. I‘ve readable. 

added a diary alert mode, in which the diary is on the side of Fixed the sound for the travel bar. It was using one of the sounds 
the screen, alerting the player that there is an event waiting that you overwrote, so it was constantly spamming the long sample 
for him. Only after the player clicks on the diary, the event is sound during gameplay. I added back a separate sound for the 
triggered. Clicking somewhere else will make the diary shake a travel bar. 

little bit to signal that the player needs to check the diary to 

proceed. 


I‘ve removed the step counter and tied the day start events into 
entering new biomes. Let‘s see how this works. I haven‘t played it 
enough yet. It uses the same diary alert style as zone events. 
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We also say 
fram time to tim: 


LAYOUT EVOLUTION 


Failed Expedition 


in old dition 


Inventory 
& Journal 


Finding the perfect layout was a long 
and ongoing process throughout 
production, mostly because of our 
iterative design process. New features 
were constantly added and removed, and 
the screen layout had to be adapted to 
these changes. The following pages show 
some of the many layout concepts that 
were created. 
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Daytime 
Display 


Would you like 
= a cup of tea? 


We also say stuff 
from time to time.. 


Inventory 
& Journal 
¢ 
— Field action 1 


Field action 2 


General layout - March 2012 


Daytime 
Display 


a Weight 
8.0d 32.0 2.0d 7.0 65/80 


Grass Lands (village) 


We also say stuff 
fram time to time... We found tracks 
leading in 


north direction 


Inventory 
& Journal 


Qournal i: rent overlay, 
blends C) over) 


Search the site 


Enter Village 


Leave it alone 


Split party 
Field event being displayed - March 2012 Camp 


General layout - October 2012 
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As the first sunlight hits our campsite we realize that we are in the middle of an old, 
abandoned camp left by explorers that must have been here before us. While there 
is no sign of the other trek, we surely managed to secure some supplies. 


a o o 


Standard map-gameplay elements - January 2013 Rough version of the event dialogue with loot - January 2013 


Player round 


Frederick Courtney Selous 


2] New round! 
S Hunter 


[1] Hyena advances! 
[1] Player Turn ended! Level 1 
[1] Wigoni advances! 


[1] Wigoni advances! 
[1] Cibo advances! Health Ez 
[1] Goyi advances! sanity [Ze 
[1] Goyi advances! xP 


Rough version of the camp - January 2013 Rough version of the combat interface - January 2013 
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Burning Grosslonds 


ws 
Trock : 
Cownp 


Nervous 


Doy 26 ~ Februrory 


As we woke up to o smoll pack of hungry Burning Grossiands 
hyenas rummoging through o crote filled 
with rations. 

We fought the beasts ond recloimed our 
goods . 


Our Donkey refused to keep moving. We 
decided to butcher it, so we could ot 
feast stock up on fresh meat. 


Fe meat... 


This is how it looks when the Journal is opened. Notice that it covers the day display 
and the camping and tracking option; those actions are not usable when the journal 
is opened. The day is displayed in the journal anyway. - October 2013 
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Doy 26 ~ Februrory oO ae 


As we woke up to o smoll pack of hungry Burning Grasslands 
hyenas rummaging through o crote filled 

with rations. 

We fought the beasts ond recloimed our 

goods . 


Our Donkey refused to keep moving. We 
decided to butcher it, so we could ot 
least stock up on fresh meot. 


When looting from journal events the inventory extends automatically to allow 
dragging between the looting and inventory. When inventory is minimized it can be 
»dragged out“ by pulling in the little brown area on it's left side. - October 2013 


) 
Doy 26 ~ Februrory S 
As we woke up to o smoll pack of hungry Burning Grossiands 

hyenas rummaging through o crote filled 

with rations. 

We fought the beasts ond recloimed our 

goods. You wont: 


No way, | will not accept this offer! | 


‘You offer: 


Barter interface, showing the traders inventory and portrait. He could have different 
faces and say stuff, depending on whether the current barter will work out or not. In 
the center are 2 inventories. Top is what you want, you drag items from the traders 
inventory there to show what you want. Below is your offer. - October 2013 


141 


Day 209 


Day 21 Their inventory 


A trading caravan had set up camp here. 


The mysteriously disguised trader had a lot You want (0) 
of valuable goods to offer, most of them 
seemed to be the remainings of other, failed 
expeditions. 
The trader flashed a smile as he got 


out his wares for trading... 


He proudly presented us a selection of 
his wares. We could not help but think he 
had more valuables to sell. 


Very rough mockup how the interface could be shown alongside the event image 


September 2014 
1920 x 1080 - September 2014 


constant complaining. 


Day 209 Fame 390 (xt \ ons ; oe Z Fm not feeling well. 7 Pim so tired of your 


Standing 


Thick Jungle 


Thick Jungle 


+5% View Range 
] Move cost: 
oxt Ri : 
Next Rank: & : : : 5 (base) 2 (poth) 


+10% View Range 


1280 x 700 - September 2014 No units in mapview - September 2014 
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ABANDONED FEATURES 


During our production we experimented 
in many directions and implemented 
features that could have easily filled 
multiple games. Many of them did 
not make it into the final game and 
were eventually removed. However, 
some of them were picked up later in 


the development and are still, at least 
to some degree or as an inspiration for 
some other feature, visible in the game. 
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One of the most developed and promising 
features that was eventually removed 
from the game was the triangulation. 
Inspired by real cartography the player 
was able to mark locations on the map 
and form triangles. We loved the look 
and authenticity of this mechanic and 
experimented quite a bit with it. Some 
variations included that the triangles 
would award points, depending on 


their size, which could then be used to 
uncover unknown locations, or level 
up trek members. Other versions had 
the map only stay uncovered where 
triangulation had been done, while not 
triangulated areas would be hidden 
again once the player moved on. While 
many of these experiments were a lot 
of fun by themselves and would have 
fitted thematically absolutely perfectly 
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When capturing land, the player fills up a ,knowledge-meter. When the 
bar is full, the player will gain more knowledge about the area. 


Essentially the numbers behind the bar are: 
Fame necessary to fill the bar / Fame collected since last full bar 


Whot ore you looking for? 


@® @@ 


Once the bar is filled: 
- Nearby secondary fixtures are shown 
- The player can select one of the available fixtures 


Once the bar is filled: 
- Nearby secondary fixtures are shown 
- The player can select one of the available fixtures 


to our game , we eventually decided to 
remove the mechanic altogether. The 
triangulation requested just too much 
attention and thought from the player 
to harmonize with the other elements 
of our game. Looking back at all the 
feature I wonder if we should revisit this 
one day and make a tiny game just about 


triangulation. 
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I left out all blocking fields like 


mountains or deep water: 


Here's my pseudo algorithm 
that generates cells based on 
arrangement of the field types. 
Cells will act a bit like rooms the 
player will move through. 


Now blocking field types 
(mountains & water) are placed 
along the borders of each Cell. 
This should generate a slight 
feeling of moving through 
smaller, individual areas. 
Also, with such a_ structure 
fixtures could be placed more 
interestingly. 


Stripped down example of how 
the blocking field types are placed 
along the border of a cell: 


There are 5 blocking areas that 
were placed, with a slightly 
random density. The distance 
between them is evenly spread. 
This cell can be entered fairly 
easily from all sides. 


Another example, same cell 
shape, but different setting for 
how many blocking fields are 
placed. This cell can be hard to 


enter or pass through. 


A cell could be filled with 
additional patterns that add 
fixtures as well. In this example 
the center area of the cell is filled 
again with blocking fields, and 2 
fixtures are added. 
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We've been tossing around the idea 
of a hot air balloon sometimes, but I 
never had a really strong idea how to 
get it as a feature into the real gameplay 
(asides from using it for big traversals 
or the intro / outro scene). I think I 
found something simple now, which 
could work nicely. Because of our scale, 
using a hot-air balloon for a distance of 
something between ~ 3 - 5 fields would 
work. I've had the situation more than 
once that there was this one obstacle 


I could not get around and wished I 
could ,,teleport“ - but did not find a 
good excuse for such a mechanic in our 
fiction. Well, that would be a perfect for 
for the balloon. Imagine that you can use 
a hot-air balloon (on limited resources) 
to ,jump* to fields in your immediate 
surrounding (if you can see them), 
completely ignoring any obstacles in 
between you and the target field. 


In this scene (left), you could nicely use 
the balloon to cross that mountain or 
lake to get to the other side - its not a 
super long distance, that would be hard 
to align with the normal travel gameplay, 
but a small jump that allows you to get 
over that stupid obstacle that would 
otherwise force you to do a super long 
de-route. 


Setup: 
- Player can drag in as many units as they can fit in slots 


- The amount of slots can be increased with perks 


Front & Back rows 

- When placing a unit it can be placed either in a front or back row 

- Units located in a frontrow can attack the frontrow opponents units 
- Ifa unit has a ranged attack, it can attack any opponent unit 


fey 


TRACKING 


I tend to have one problem currently - 
even though there is a lot to explore and 
a lot to do with fixtures and all, it feels 
too random. I don‘t mean the world 
generation, but my exploration of the 
world. Whether or not I find a temple 
or anything of interest is purely random, 
I do not get to choose what I want to 
find. I move across the map, and things 
happen to be uncovered. Obviously that 


se 


will get better once we have worked out 
the super-temple moonstone goals, but I 
still feel that we could do something very 
valuable here. I think with extending the 
tracking system, we could add a way for 
the player to choose between his options 
of ,,discovery“ within his current area, 
and add a choice to the exploration 
gameplay, rather than letting it driven 
by pure luck of discovery. Imagine the 
following sequence: 


I press ,, Track“ 

Radius around my position is 
checked for fixtures that can be 
tracked 

3 fixtures found 

I get three options as a result of 
the tracking: A village, a spring 
and a small temple 

I choose the temple fixture 

A track is shown on the map 
that shows the direction to move 
towards the chosen temple fixture 


My aggro range increases 


The track blends out as I moved 
x Fields 


CRAFTING 


We've briefly talked about possibilities to craft things like rafts, bridges, outposts or 


even defensive walls for protection. I don’t want to introduce another resource for 


crafting. Instead I would like to use the surrounding tiles. 


Another example: 


location. 


Imagine the player wants to create a raft. 
In order to be able to do that he needs 
to have a combination of field types (or 
fixtures?) within a certain distance to 
his position. In the case of the raft, the 
player needs at least one field with wood 
(the Jungle) and one field with water to 
put the raft on once it’s finished. 


Now the player can build a raft. The 
construction should take some time (at 
least a day) and additional food & water 
resources. Once the raft is finished it will 
be placed on the nearest water field, and 
the jungle is chopped down. 


‘The player can move on the raft and ride 
on it through the water. When leaving 
the raft it stays at the last water tile and 
can be used at any time again. 


‘The player wants to create an outpost. 
He needs at least 2 wood fields, 1 grasslands and 1 mountain. 


At this position the player can create an outpost. This will 
consume the two wood fields and add the outpost at the players 
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Rivers have been a heavily discussed aspect of our world generation for almost the 
entire production. While they would have added authenticity and a wide range of 
interesting gameplay options, their uniqueness in relation to the rest of the world 
generation ultimately led to them not being implemented. They have been a running 


internal joke ever since. 


Hi. I'm a river : 
Today I'm explain you 
the be ny generation. 


= Some of my 


- natural barrier 
< 9 pl 
sportation 


ith a spring, 
mountain field. 


Fun fact: finding ring in th 
dered an ac 


d into, 
ecided to go east. 
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Each couple of s I can, if I feel like it, 
make a 90° river bend left or right. 


; direction for a fe 
Then I'll head back into | | direction. 


ry time I 
eton 
at I'll 


do a river bend, 


Once I started to meander, I'll 
do that for quite = 
Eventually I'll calm do 
go back to normal again. 
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Developing a game takes time and can 


be a demanding process. One of the 
hardest things is to stay on track and 
keep believing in your game. The urge 
to start over or continuously question 
the quality of your work and the success 
of the final outcome can take a huge 
toll on your motivation and mental well 
being. We were lucky to many special 
and positive moments throughout the 
whole development of The Curious 
Expedition. Sometimes it can be small 
things like a kind tweet of a fan, a great 
Let’s play or just an idea or experiment 
we did that never really made it into 
the game. While we were working very 
hard and focused all our attention on 
the game, we still somehow managed to 
allow us for some breathing space and 
notice and enjoy these bright moments. 
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Initially we thought that eventually we would switch to Unity or a proper“ engine 
before we'd finish the game. This uncertainty also included a side glance at possible 
different art styles. Around June 2012 we did some rough tests with Voxels, which 
were the most promising artistic side steps we did back then. 


Even though the Voxel experiments 
showed promise we ultimately decided 
against a switch to 3D. It was tempting 
(and still is today) to go down that road, 
the decision to not do it was a good one. 
It is very likely that the added complexity 
and workload would have derailed and 
risked the whole game. 
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One major feature of almost every early access 
update were our videos, in which we played the 
game to show and discuss the new aspects and 
features there were added to the new version. 
Initially these videos only showed footage from 
The Curious Expedition, but over time we more 
and more put ourselves in front of the camera. 


We wanted to show that there are real people 


behind each game, and how deeply we cared for 
both the game we we were working on and the 


our community. 


#FEMCRUNCH 


Marie Curie Isabella Bird 


‘ 


Freya Stark Harriet Tubman 


Dion Fortune Amelia Earhart 


A. David-Neel Mary Kingsley 


Relatively early in development we 
made an effort to even out the gender 
ratio of our player characters. We called 
it a #Femcrunch and wrote a small 
blogpost about it, which you can read 
in its original form on the right page. 
This effort was received extremely well 
both by our existing fans and some press 
outlets, and eventually even got noticed 
and mentioned by Anita Sarkeesian, 
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Charles Darwin 


a 
- 


Frederick Selous Levi Herzfeld 


val 


Marcus Garvey Nikola Tesla 


8 


Aleister Crowley Richard Burton 


who inspired the initial push towards 
equality. Initially my biggest worry was 
that I would not find enough female 
personalities that would fit the role of 
an explorer in our game, but soon was 
proven wrong by the massive amounts of 
references our community would send 
us. In addition, some of the added female 
explorer graphics were even contributed 


by a community member. 


When we initially thought about our 
game we had a lot of ideas for special 
explorers that would be chosen by 
the player at the beginning of each 
expedition alongside normal units and 
starting equipment. Those explorers, 
famous personalities of the 19th century 
like Nikola Tesla or Charles Darwin 
would practically act like a class in 
a RPG. Each would offer varying 
options and play styles throughout 
an expedition, supplementing our 
roguelike-like approach of high 
replayability and a wide range of possible 
player expression. Soon after we started 
writing about this feature on our TIG 
DevLog, people started to recommend 
various personalities, and called us out 
on our lack of female explorers. Since 
then we talked a lot about it, collected 
references and wikipedia links to famous 
female explorers, but up to now have 
only managed to actually implement 
only one female explorer, Marie S. Curie. 
Being employed in the AAA industry 
for quite some time and knowing 
about it’s rather tainted perspective on 
female protagonists in games, I’ve been 
following the development of Anita 
Sarkeesian Kickstarter campaign, as well 
as the resulting videos about Tropes vs. 
Women in games. The last episode called 
Ms. Male Character was in my opinion 
exceptionally well made, and offered 
a lot of very applicable suggestions for 
game developers to add meaningful 
female protagonists to their games. 

Even though I felt that we somehow had 
the issue on our map, and did a good 


job in the portrayal with Curie as our 
first female explorer (no bow, phew), I 
felt bad after watching Sarkeesian’s latest 
episode. Sure we are still very early in the 
creation of our game, but still, the ratio 
was already embarrassing - currently 
there are 7 male explorers vs. 1 female 
explorer; our Curie is a Smurfette. In 
addition to that, almost all the male 
explorers have their own, characteristic 
voice lines, whereas Curie has none. So 
what I’m going to do is a Femcrunch! A 
Femcrunch is a period in development 
that is solely dedicated to improving 
the presence and portrayal of female 
protagonists in a game. And here’s how 
I will do it: 

Each of the following weeks ’'m going to 
create one female explorer with a portrait 
and at least one characteristic voice line. 
I’m going to do that until I have the same 
amount of female and male explorers 
(This means 6 new female explorers will 
be added). PIl post the result of each 
week on Twitter using the #Femcrunch 
hashtag. [Il start femcrunching next 
week, beginning on the 2nd December. 

You can help me with this by suggesting 
female personalities of the 19th century 
that fit our game. Just send your ideas to 
femcrunch@curious-expedition.com 


Johannes Kristmann 
Nov 26, 2013 
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u i= 
Improved image for 
Mission location. 
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Improved image for 
Desert Tomb location. 


New location: Raptor Nest. Find valuable items or dare 
and try to steal a precious raptor egg. 


ALPHA UPDATES 


During our Early Access we released an 
update every two weeks. For almost each 
update we posted an image showing 
most of the features we had been 
working on. These images, we called 
them 1Pagers, were a good method for 
us to communicate the most interesting 
changes and hero features of each update. 
We also tried to give updates a stronger 
identity by prominently naming them. 
Coming up with a fitting and in most 
cases funny name was a great joy and in 
general creating these 1Pagers felt like a 
reward for the work we had invested. We 
spread these 1Pagers through our social 
channels, most notably Twitter and 
Facebook, where they played a central 
role in our marketing efforts during early 
access. Sometimes we would release them 
one or two days before the update, and 
it was great to already see the reaction of 
our community on the new additions. 
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2014 2014 


Jan 024 
2015 


Thank God For Me! 
—E Quick Text 


Scaling 


Mission Stash 


bai @, 
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#9 - ,,Artistic 


for the night. 


MUSEUM 


$ 


This night, the natives made 


our visit, and politely offered u: 


alcoholic beverage. 


a 2. Refuse 
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June 17 PR : : 
2015 al URS iS 


e, “Alpha #12 — ,Unearthed™ Mo ES 


; June 17, 


‘all 
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2015 oO} 


)f Alpha #17 - Explorer's delight“ 


THE 2 


1 CURIS IS | 
A dl bg a Alona: 
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We handed over the mysterious box. Th 


was relieved that we had found it and sq 
carefully in his bag. 


We received 100 Funds to reward our 


THE 
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Alpha #19 - ,,Beyond t 
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2015 


Wounds will never i 
regenerate much quicker. 
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GURISUS 


Alpha’ 


A pack artisan offered to improve 


carrying capacity of animals. Her work w 


surely could use the additi 
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2015 


173 


= 


ACKNOWLEDGEMENTS 


Thanks by Maschinen-Mensch 
Achim Fehrenbach, Adam Smith, Alexander Pieper, 
Andreas Suika, André Bernhardt, Anita Sarkeesian, 
Benedikt Meyer, Benjamin Rostalski, Berlin Talk & 
Play #11 Crowd, Csongor Baranyai, Darren Grey, 
Derek Yu, Dominik Gotojuch, Gunnar Lott, IRDC, 
Ido Yehieli, Ina Géring, Jakub Marszatkowski, Jan- 
David Hassel, Jana Reinhardt, Jim Sterling, Joni van der 
Leeuw, Karsten Harle, Leigh Alexander, Lorenzo Pilia, 
Christian Lores Ruesga, Magnus Hildebrandt, Manuel 
Kerssemakers, Mareike Ottrand, Mark R. Johnson, 
Matt Rider, Medienboard  Berlin-Brandenburg, 
Michael Kuphal, Niels Boehnke, Oliver Eberlei, Peter 
Tscherne, Philipp Schellbach, Piotr Iwanicki, Pixeljoint, 
Rami Ismail, Richard Schubert, Ron Gilbert, Saftladen 
Games Collective, Samuli Péyhtari, Sebastian Mittag, 
Shawn Frison, Simon Felgentrager, TIG Source, 
Thomas Bedenk, Torkel Forner, Zdenek Mezihorak 
All our players, fans, modders, translators, let’s players 
and twitch streamers 

Special Thanks by Jo 

Odile, Ute, Jakob & Janosch Kristmann 


Special Thanks by Riad 
Abdelkader Djemili, Rosa Djemili 


Game Credits 
Alexander Batsch, Almut Schwacke, Dennis Kogel, Iris 
Schafer, Johannes Kristmann, Luke Openshaw, Nils 
Ole Timm, Octavi Navarro, Project Gutenberg, Rafal 
Fedro, Riad Djemili, Tristan Dahl 


